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I claim: 



^'"1 i\ A method for use in an electronic video game system having 
yS^C 7 ' \ a processor for executing a video game program, and at least 
y \pne portable control unit having a discrete display device 

a^d a plurality of control members, said method comprising 
the\steps of: 

(a) generating with said processor a simulated world for 
displaV on a display unit, the simulated world including a 
plurality of generated objects and at least one generated 
player-coritrolled character; 

(b) generating^ moving picture of said player-controlled 
character fo\ display on said display unit, movements of the 

_ player-control\ed character being manually controlled; 

% (c) generating in sa\d simulated world an object viewed from 

£= the point of viewVf said player-controlled character in a 

l ~ manually controlledNdirection; and t 

m (d) displaying a picture \>f said object on said discrete display 

^ device in said portable^ control unit, 

2 2. The method of claim 1, wherein at J least one control member 

£~ on a handheld control unit d6ntr?als movements of said 

O player-controlled character knd ctonprols a direction of 

rf viewing objects from said poWitN^f view. 

3. The method of claim 1, wherein at l^ast one control member 
on a handheld control unit controls nWement of a cursor 
displayed on said discrete display device on said portable 
control unit, so as to select an object displayed thereon. 

4. The method of claim 3, wherein manually-controlled movement 
of said cursor causes said selected object tovmove on said 
discrete display device in accord with the cursor movement 
responsive to manipulation of a control member. \ 

5. The method of claim 3, wherein said handheld control unit*' - 
and said portable control unit are the same unit. \ 
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6. A Method for use in an electronic video game system having 

a processor for executing a video game program, and at least 
one portable control unit having a discrete display device 
and a plurality of control members, said method comprising 
the stepk of: 

(a) generating\with said processor a simulated world for 
display on \ display unit, the simulated world including 
a plurality Vf generated objects and at least one 
generated placer-controlled character, movements of the 
player-controlled character being controlled by 
manipulation of \t least one control member on a handheld 
control unit; \ 

(b) generating in said ^simulated world a first one of 
said objects viewed from the_j?oint of view of said 
player-controlled character in response to manipulation of 
at least one control menlb^r yoA said handheld control unit; 

(c) generating in said portabl^(coVitrol unit a second object 
that is obstructed froiA l^in^vsi^ed in said simulated 
world from the point ofi^View o£ said player-controlled 
char ac ter ; and \ 

(d) displaying a picture of said generated second object on 
said discrete display device in saiX portable control unit, 
the direction that said second object\is viewed being 
controlled by manipulation of at least Ve control member 
on said handheld control unit. \ 

7. The method of claim 6, wherein said discrete display device 
is a liquid crystal display (LCD) . \ 

8. The method of claim 6, wherein said handheld contrd^ unit 
and said portable control unit are the same unit. \ 
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The method of claim 6, wherein the picture of said second 
object is generated from the point of view of a simulated 
robot . 

10. TheXmethod of claim 6, further comprising the step of 

displaying a picture of a mechanical gripper moving under 
contro\of at least one control member on said handheld 
control knit and being manipulated to pick up an object in 
said simulated world. 



11. 



12 



The method o\ claim 6, further comprising the step of 
displaying a picture of a flying robot camera moving in a 
direction controlled by at least one control member on said 
handheld control 



The method of claim 
displaying a pictu 



further comprising the step of 
a robot having a camera and 
caterpillar treads movi\g the robot in a direction 
controlled by at least or^ control member on said handheld 
control unit. 



13. The method of claim 6, fur thefv comprising the step of 

displaying a picture of a robotNhaving eyes and walking legs 
moving the robot in a direction controlled by at least one 
control member on said handheld control unit, wherein said 
second object that is obstructed fron\being viewed from the 
point of view of said player-controlled\character is 
generated from the point of view of said\^obot. 
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14. Na method for use in an electronic video game system having 

a ^processor for executing a video game program, and at least 
two\portable control units each having a plurality of 
control members operable by a human player, at least one 
of saik portable control units having a discrete display 
device, \said method comprising the steps of: 

(a) generating with said processor a simulated world for 
display on\a display unit, the simulated world including 
a pluralityNpf generated objects, at least one animated 
player-contrtfiled character, and a player-controlled 
object, movements of the player-controlled character and 
player-controlle& object being controlled by manipulation 
of at least one control member on at least one of said 
control units; 

(b) generating a first ob^e^tNiiewed from the point of view of 
said player-controlled j^ha^icter in response to manipulation 
of at least one control rrfembW on at least one of said 
portable control units ,\ 

(c) generating a second object t^at is obstructed from being 
viewed in said simulated world\from the point of view of 
said player-controlled character^ the second object being 
viewed from the point of view of s^id player-controlled 
object; and 

(d) displaying a picture of said second generated object on said 
discrete display device in one of said portable control 
units, the direction that said second ob^ct is viewed being 
controlled by manipulation of at least one\ontrol member on 
one of said portable control units 
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15. A method for use in an electronic video game system having 
a processor for executing a video game program, and a 
portable control unit having a discrete display device and 
a pluraMty of control members, and a handheld control 
unit havmg a plurality of control members, said method 
comprising^ the steps of: 

(a) generating Wth said processor a simulated world for 
display on a\display unit, the simulated world including a 
plurality of Generated objects and at least one generated 
player-control Jted character; 

(b) generating a moving picture of said player-controlled 
character for display on said display unit, movements of the 
player-controlled character being controlled by manipulation 
of at least one control member on at least one of said 
control units; \ 

(c) generating a selected object in said simulated world viewed 
from a point of view of\said player-controlled character and 
viewed in a direction controlled by manipulation of at least 
one control member on one^of said control units; and 

(d) displaying a picture of said^ selected object on said 
discrete display device in said portable control unit 
responsive to manual control of^ said point of view and said 
direction of viewing said selected object. 

16. The method of claim 15, wherein said discrete display device 
further displays a variable menu of\alternative control 
options for selecting among alternative points of view for 
display on said discrete display devic> 

17. The method of claim 15, wherein said discrete display device 
further displays a variable menu of alterriative control 
options for selecting among alternative control members. 

18. The method of claim 15, wherein said handheld control unit 
and said portable control unit are the same uirit . 
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(a) 



(b) 



(c) 



(d) 



A method for use in an electronic video game system having 
a processor for executing a video game program, and a 
ortable control unit having a discrete display device and 
a\plurality of control members, and a handheld control 
unit; having a plurality of control members, said method 
composing the steps of: 
generating with said processor a simulated world for 
display\n a display unit, the simulated world including a 
plurality^ f generated objects and at least one generated 
player-controlled character; 

generating amoving picture of said player-controlled 
character for display on said display unit, movements of the 
player-controlled\character being controlled by manipulation 
of at least one control member on at least one of said 
control units; 



generating an object iia said s 
point of view of said plVer-c 
in a direction controlled ^by 
control member on one of said 
displaying a picture of said\bje 



jated world viewed from the 
tolled character and viewed 
'pulation of at least one 
-ntrol units; and 
dt^on^lsaid discrete display 



device in said portable control unit responsive to manual 
control of said direction of vieVing said object. 



20, 



The method of claim 19, wherein at least one control member 
on one of said control units controls\movement of a cursor 
displayed on said discrete display devaSce in said portable 
control unit, so as to indicate an optiofci selected from a 
displayed plurality of alternative control^ options . 



21. The method of claim 19, wherein at least oneVontrol member 
on said portable control unit controls movemerft of images^ 
displayed on said discrete display device in sa\d portable^ 
control unit. 



22. The method of claim 19, wherein said handheld control unit 
and said portable control unit are the same unit. 
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23. Th<k method of claim 19, wherein said discrete display device 
is ay liquid crystal display (LCD) . 

24. The method of claim 19 , wherein the picture of said selected 
object \s generated from the point of view of a simulated 
robot . 

25. The method \f claim 24, further comprising the step of 
displaying a\picture of a mechanical gripper moving under 
control of at\least one control member on one of said 
control units and being manipulated to pick up an object in 
said simulated ^orld. 



O 



26. 



27 



The method of c 
displaying a pi 
direction contr 
of said control 



>4, further comprising the step of 
:tu&e\of a flying robot camera moving in a 
at least one control member on one 



The method of claim 24, Nfurther comprising the step of 
displaying a picture of a\robot having a camera and 
caterpillar treads moving the robot in a direction 
controlled by at least one c\ntrol member on one of said 
control units . 



28. The method of claim 24, further ^ortprising the step of 
displaying a picture of a robot, movements of which are 
controlled by at least one control inember on one of said 
control units, wherein said picture fc^f said selected object 
is generated from the point of view ofysaid robot. 
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29. A>smethod for use in an electronic video game system 
hav^Jig a processor for executing a video game program, and 

a handheld control unit having a discrete display device and 
a plurality of control members, said method comprising the 
steps oi 

(a) generating with said processor a simulated world for 
display on\ display unit, the simulated world including a 
plurality of\enerated objects and at least one generated 
player-control\ed character; 

(b) generating a moving picture of said player-controlled 
character for display on said display unit, movements of the 
player-controlled character being controlled by manipulation 
of at least one control member on said handheld control 

~S unit; 

J3 (c) indicating on said discrete display device on said handheld 

Li? control unit a plurality Vf alternatively selectable 

m preprogrammed tasks to be \erformed in said simulated world 

S by said player-controlled cnatfacter; 

T (d) initiating a preprogrammed task ijhanu^rlly selected from said 

□ plurality thereof for said pl^y&r-controlled character by 

manipulation of at least one control member on said handheld 
control unit; and 
(e) generating moving pictures of said flayer-controlled 
character performing said initiated cask. 

30. The method of claim 29, wherein said plurality of 
alternatively selectable preprogrammed t^sks are indicated 
on said discrete display device as a variable menu 
describing each task. 

31. The method of claim 29, wherein said pluralitA of 
alternatively selectable preprogrammed tasks arS^ indicated 
on said discrete display device as pictures suggesting each 
task, 



is- 
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(a) 



(b) 



(c) 



(d) 



(e) 



A 'Aethod for use in an electronic video game system having 
a processor for executing a video game program, and a 
portable control unit having a discrete display device and a 
plurality of control members, and a handheld control unit 
having a\plurality of control members, said method 
comprising^ the steps of: 

generating tfdth said processor a simulated world for 
display on a ^display unit, the simulated world including a 
plurality of generated objects and at least one generated 
player-controlled character; 

generating a moving picture of said player-controlled 
character for dispray on said display unit, movements of the 
player-controlled character being controlled by manipulation 
of at least one control member on at least one of said 
control units; 

indicating on said discrete display device on said portable 
control unit a plurality of alternatively selectable 



_te^natively 
>rmed in said generated world 



preprogrammed tasks to be pVcf 
by said player-controlled che 

initiating a preprogrammed tasJ^manually selected from said 
plurality thereof for said player-controlled character by 
manipulation of at least one control member on at least one 
of said control units; and 

generating moving pictures of said p^bayer-controlled 
character performing said initiated task, 



33. The method of claim 32, wherein said plurality of 

alternatively selectable preprogrammed taskk are indicated 
on said discrete display device as pictures Suggesting each 
task. 



34. The method of claim 32, wherein said portable control unit 
and said handheld control unit are the same unit, 
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A method for use in an electronic video game system 
shaving a processor for executing a video game program, and 
aMiandheld control unit having a discrete display- device and 
a plurality of control members, said method comprising the 
stepsN^f: 

(a) generating with said processor a simulated world for 
display o\a display unit, the simulated world including a 
plurality of^generated objects and at least one generated 
character having at least two alternative control modes: 

a player-controlled mode and a task-controlled mode; 

(b) generating a moviWj picture of said character for display 
on said display unit, movements of the character in a 
player-controlled mooe being controlled by manipulation of 
at least one control mdi^afPtbn said handheld control unit; 

(c) indicating on said discrete/ display device on said handheld 
control unit a plurality b)L Alternatively selectable 
preprogrammed tasks to be performed in said generated world 
by said generated character; 

(d) initiating in said task-controlited mode a preprogrammed task 
manually selected from said plurality thereof for said 
generated character by manipulation^ f at least one control 
member on said handheld control unit; 

(e) generating a moving picture of said generated character 
performing said initiated task independently of additional 
manipulation of said handheld control unitN^or display on 
said display unit; and 

(f) terminating said initiated preprogrammed task ^nd resuming 
said player-controlled character mode. 
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36. The me£hod of claim 35, wherein said plurality of 
alternatively selectable preprogrammed tasks are indicated 
on said discrete display device as a variable menu 
describing eaoh/tafek. 

37. The method of ?l£\ m 35,^wherein said plurality of 
alternatively fefelJ^^le preprogrammed tasks are indicated 
on said discrete display device as pictures, each picture 
suggesting the corresponding task. 



38. The method of claim 35, 
pictured as a robot. 



whferein said generated character is 
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39. ^ method for use in an electronic video game system having 
a "processor for executing a video game program, and a 
portable control unit having a discrete display device and a 
plurality of control members, and a handheld control unit 
having \f plurality of control members, said method 
comprising the steps of: 

(a) generating with said processor a simulated world for 
display on\a display unit, the simulated world including a 
plurality ok generated objects and at least one generated 
character having at least two alternative control modes: 

a player-contrVlled mode and a task-controlled mode; 

(b) generating a moving picture of said character for display 
on said display unit, movements of the character in a 
player-controlled mode being controlled by manipulation of 
at least one controls, me^er on at least one of said control 
units ; 

(c) indicating on said discrete display device on said portable 
control unit a pluralitfyXo^^ selectable 
preprogrammed tasks to be Ver formed in said generated world 
by said generated character^ 

(d) initiating in said task-controlled mode a preprogrammed task 
manually selected from said plurality thereof for said, 
generated character by manipulation of at least one control 
member on at least one of said ccmtrol units; 

(e) generating a moving picture of saiol generated character 
performing said initiated task independently of additional 
manipulation of either of said controY units; and 

(f) terminating said initiated preprogrammed task and resuming 
said player-controlled character mode. 
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40. The method of cSLaim 39, wherein said plurality of 

alternatively se^ct^ble preprogrammed tasks are indicated 
on said discret/ airplay device as pictures, each picture 
suggesting the / coyr^sp^iiding task. 



41. The method of claim 3§y, wherein said portable control unit 
and said handheld control unit are the same unit. 
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42 .\ A method for use in an electronic video game system having 
processor for executing a video game program, and a first 
s>r table control unit having a discrete display device and 
a cross-switch and other control members, and. a second 
portable control unit having a joystick and other control 
members, said method comprising the steps of: 

(a) generating with said processor a simulated world for 
display 00 a display unit, the simulated world including a 
plurality \f generated objects and at least one generated 
player-controlled character; 

(b) generating a raoving picture of said player-controlled 
character for display on said display unit, movements of the 
player-controlled character being controlled by manipulation 
of said joystick on saidNsecond portable control unit; 

(c) displaying on said Wscrete display device on said first 
portable control unik a/Wurality of alternatively 
selectable descriptions; of preprogrammed actions to be 
performed in said generated world by said player-controlled 
character; 

(d) accepting a" selection signaSL input by manipulation of at 
least one control member on a^iid second portable control 
unit; 

(e) displaying on said discrete display device on said first 
portable control unit a visual indicator responsive to said 
selection signal visually indicating a selected action 
manually selected from said plurality of action 
descriptions; and 

(f) generating a moving picture of said player-controlled 
character performing said selected action^ for display on 
said display unit , 
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43 \ A method for use in an electronic video game having a 

portable control unit having a discrete display device, said 
rhethod comprising the steps of: 

(as) storing animation data that specifies a plurality of 
preprogrammed animated characters performing actions; 
^generating from said animation data a first video 
signal representing a first one of said characters 
performing a first one of said actions for display as 
a Virst picture on a video screen; 

generating from said animation data a second picture of 
said\first character performing said first action; 
displaying said second picture on said discrete display 
device\in said portable control unit; 
altering a portion of said second picture on said 
discrete\display device to indicate that an object 
displayed\at the altered portion is selectable by 
manua 1 inpu t ; 

accepting mianual input that selects said object; 
generating ftom said animation data a third picture of 
one of said characters performing one of said actions 
in response toVsaxdl selection of said object; and 
displaying saic^ thiyS\d picture on said discrete display 
device . 



(b) 



(c) 



(d) 



(e) 



(f) 

(g) 



(h) 



O 



44. The method of claim 43,\wherein said second picture is an 
animated picture or a st\ll picture. 



45. The method of claim 43, wherein said third picture is an 
animated picture or a still picture . 

46. The method of claim 43, wherei\ said object is a portion of 
a character . 

47. The method of claim 43, wherein s\id altered portion is a 
cursor . 

48. The method of claim 43, wherein said\^ltered portion is a 
blinking or highlighted object, 



49. The method of claim 43, further comprisi 
displaying said third picture on said 



vide 



the step of 
screen . 
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51. 



52 



53 . 



The methockof claim 43, further comprising the step of 
enlarging a\small area of said second picture to produce a 
an enlarged p^ct 



:ture on said discrete display screen. 



The method of c- 
second action rk 
analog joystick! 



43, /^herein said object performs said 
e to manipulation of at least one 
id second control unit. 



The method of claim 43\ wherein said control member on said 
second control unit is a\touchpad. 



The method of claim 43, 
second control unit is touchs 
display device. 



wheis^in said control member on said 
een covering said discrete 



;P5 
: 'tcr 



fife 
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\A method for use in an electronic video game having two 
stable control units operated by each player, each player 
ring at least one control unit having a discrete display 
i^ce, said method comprising the steps of: 
^storing animation data that specifies a plurality of 
reprogrammed animated. characters performing actions; 
generating from said animation data a first video 
signal representing a first one of said characters 
performing a first one of said actions for display as 
a firVt picture on a video screen; 

generating from said animation data a second picture of 
character performing said first action; 
said second picture on said discrete display 
first control unit; 

portion of said second picture on said 
>lay device to indicate that an object 
displayed at \he altered portion is responsive to 
manua 1 inpu t ; 

generating fron\said animation data a second video 
signal representing said object performing a second 
action responsive\to manipulation of a control member 
on a second control^ unit , f<5r display as a third 
picture on said video screen, 



h<2\ 

devS 

(a) 



(b) 



(c) 



(d) 



(e) 



(f ) 



said fifvst 
displayii 
device in 
altering a 
discrete 



The method of claim 54, whei\e 
animated picture or a still 




second picture is an 



The method of claim 54, wherein\said third picture is an 
animated picture or a still picture. 



57. The method of claim 54, wherein 
a character. 



said object is a portion of 



58. The method of claim 54, wherein said altered portion is a 
cursor . 



59. The method of claim 54, wherein said altered 
blinking or highlighted object. 



portion is a 



60. The method of claim 54, further comprising the ^tep of 

enlarging a small area of said second picture toVroduce a 
an enlarged picture on one of said discrete display devices, 
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61. The^ctethod of claim 54, wherein said object performs said 
secona^Qtion respon^aVe to manipulation of at least one 
analog joystick on $aid second control unit 



62 * The method of claj 
second control unit 



wja^rein said control member on said 
touchpad . 



63. The method of claim 54, whe 

second control unit is touchsc 
display device . 



n said control member on said 
>en covering said discrete 
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A method for use in an electronic video game system 
having a processor for executing a video game program, and 

handheld control unit having a discrete display device and 
a plurality of control members, said method comprising the 
stefes of: 

(a) generating with said processor a simulated world for 
displaV on a display unit, the simulated world including a 
plurality of generated objects and at least one generated 
characterNhaving at least two alternative control modes: 

a player-controlled mode and a task-controlled mode; 

(b) generating a\moving picture of said character for display 
on said displav unit, movements of the character in a 
player-control l\d mode being controlled by manipulation of 
at least one control member on said handheld control unit; 

(c) indicating on said\discrete display device on said handheld 
control unit a plurality of /alternatively selectable 
preprogrammed tasks tos.be performed in said generated world 
by said generated charaOst€ 

(d) initiating in said task-c^tfc^lled mode a preprogrammed task 
manually selected from sa:.(Krolur£iity thereof for said 
generated character by mamis^ation of at least one control 
member on said handheld controJS, unit ; and 

(e) displaying animated pictures on said display unit of said 
generated character performing thexmovements of said 
initiated task independently of additional manipulation of 
said handheld control unit; 

(f) generating an object in said simulated world viewed from the 
point of view of said generated characterxand viewed in a 
direction controlled by manipulation of at \east one control 
member on said handheld control unit; 

(g) displaying a picture of said object on said discrete display 
device in said handheld control unit responsive tsx> manual 
control of said direction of viewing said object; Vnd 

(h) terminating said initiated task-controlled mode andN^esuming 
said player-controlled character mode. 
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65. The melshod of claim 64, wherein said plurality of 
alternatively seleat^ble preprogrammed tasks are indicated 
on said discrete dispSLay device as a variable menu 
describing each t< 

66. The method of claim 64, ^herein said plurality of 
alternatively selectable preprogrammed tasks are indicated 
on said discrete display device as pictures suggesting 
corresponding tasks . 
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67 .\ A method for use in an electronic video game system having 
processor for executing a video game program, and a 
portable control unit having a discrete display device and a 
plurality of control members, and a handheld control unit 
havingva plurality of control members, said method 
comprising the steps of: 

(a) generating with said processor a simulated world for 
display or\a display unit, the simulated world including a 
plurality o\ generated objects and at least one generated 
character having at least two alternative control modes: 

a player-controlled mode and a task-controlled mode; 

(b) generating a moving picture of said character for display 
on said display unsit, movements of the character in a 
player-controlled mode being controlled by manipulation of 
at least one control \ember on at least one of said control 
units ; 

(c) indicating on said discrete display N^evice on said portable 
control unit a plurality o\ alternatively selectable 
preprogrammed tasks to be 
by said generated character; 

(d) initiating in said task-control! 
manually selected from said plurality thereof for said 
generated character by manipulations, of at least one control 
member on at least one of said control units; 

(e) displaying animated pictures on said c&splay unit of said 
generated character performing the movements of said 
initiated task independently of additionalN^manipulation of 
either of said control units; \ 

(f) generating an object in said simulated world viewed from the 
point of view of said generated character and viewed in a 
direction controlled by manipulation of at least Vne control 
member on one of said control units; \ 

(g) displaying a picture of said object on said discret^ display 
device in said portable control unit responsive to manual 
control of said direction of viewing said object; and\ 



peirf ormed4 in s 



generated world 
id mode a preprogrammed task 
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(h) terminating said initiated task-controlled mode and resuming 
saidNplayer-controlled character mode. 



68. The methocko^ 
alternative) 
on said dis 
describing 



clfiim 67^ wherein said plurality of 

Lectdble preprogrammed tasks are indicated 

Jisplay device as a variable menu 
:ask. 



69. The method of claim\67, wherein said plurality of 

alternatively selectable preprogrammed tasks are indicated 
on said discrete displa^ device as pictures suggesting 
corresponding tasks . 
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70 \ A method for use in an electronic video game system having 
processor for executing a video game program, and a 
hahdheld control unit having a plurality of control members, 
saidv method comprising the steps of: 

(a) generating with said processor a simulated world for 
displaV on a display unit, the simulated world including a 
pluralitv of generated objects and at least one generated 
characterV having at least two alternative control modes: 

a player-controlled mode and a task-controlled mode; 

(b) generating a\moving picture of said character for display 
on said display unit, movements of the character in a 
player-controlled mode being controlled by manipulation of 
at least one control member on said handheld control unit; 

(c) indicating on saidNiisplay unit a plurality of alternatively 
selectable preprogrammed tasks to be performed in said 
generated world by sam ge&jterated character; 

(d) initiating in said tasl^cpntrolle^ mode a preprogrammed task 
manually selected from said Vltarality thereof for said 
generated character by rt^rtlpulation of at least one control 
member on said handheld control unit; 

(e) displaying animated pictures\on said display unit of said 
generated character performing, the preprogrammed movements 
of said initiated task independently of additional 
manipulation of said handheld corttrol unit; 

(f) generating an object in said simulated world viewed from the 
point of view of said generated character and viewed in a 
direction controlled by manipulation c^f at least one control 
member on said handheld control unit; \ 

(g) displaying a picture of said object on skid display unit 
responsive to manual control of said direction of viewing 
said object; and \ 

(h) terminating said initiated task-controlled mode and resuming 
said player-controlled character mode. * 
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71. The method of claim 70, wherein said plurality of 



72 



alternatively selectable preprogrammed tasks are indicated 
on said displa^ 
task. 



as a variable menu describing each 



The method of c^im 7lT5\wherein said plurality of 
alternatively selectable^preprogrammed tasks are indicated 
on said display unit as pictures suggesting corresponding 
tasks . 
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(b) 



7 t 3 . A method for use in an electronic video game system having 
a processor for executing a video game program, and a 
.portable control unit having a discrete display device and 
av plurality of control members, and a handheld control 
unit having a plurality of control members, said method 
comprising the steps of: 
(a) generating with said processor a simulated world for 

display^ on a display unit, the simulated world including a 
plurality of generated objects and at least one generated 
player-controlled character having a plurality of movable 
parts including at least one articulated member and at least 
one prehensile member; 

generating a moving picture of said generated character and 
said movable parts for display on said display unit, 
movements of saidXgeneratec^ character and said movable parts 
being controlled by\manipulation of at least one control 

said control units; 
^te display device on said portable 
^el having a plurality of 
sontrol options for digitally 
linking said control members, to a selected motion of a 
selected movable part of saiil generated character, whereby 
manipulation of said control rrtember alters said selected 
motion of said selected movable Vart ; and 
(d) generating a moving picture of said generated character and 
said selected movable part having ^aid selected motion for 
display on said display unit, said selected motion being 
responsive to manipulation of said control member. 



(c) 



member on at least 01 
displaying on said dis 
control unit a control 
alternatively select* 



74. The method of claim 73, wherein said portable control unit 
and said handheld control units are the sante unit. 



75. The method of claim 73, wherein said generatedN^haracter has 
the appearance of a robot. 
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76, 



3 



(a) 
(b) 
(c) 

(d) 



(e) 



(f) 



(g) 

(h) 
(i) 



A\nethod for use in an electronic video game system having 
a cttLsk reader for reading a game disk, a game processor 
for Wecuting a game program, an authenticating 
processor coupled to said game processor, and a portable 
controA unit having a discrete display device and a 
plurality of control members, said method comprising the 
steps of : 

reading a f\rst game program from said game disk; 
reading encrypted information from said game disk; 
decrypting said, encrypted information in said authenticating 
processor to produce decrypted information; 

determining in said authenticating processor authenticity of 
said game disk fronk said decrypted information and from at 
least a portion of skid game program; 

executing said game pragranyin said game processor to 
generate a simulated wotld/ far display on a display unit, 
the simulated world incl^iia* a plurality of generated 

jnprated player-controlled 

*r-controlled character 
)ulat\on of at least one control 
member on a handheld control ufiit; 
generating a selected object inNsaid simulated world viewed 
from the point of view of said player-controlled character 
and viewed in a direction controlled by manipulation of at 
least one control member on a handhelbd control unit; 
displaying a picture of said selected subject on said 
discrete display in said portable control unit; 
displaying a cursor on said discrete display, movements of 
the cursor being controlled by manipulation, of at least one 
control member on a handheld control unit; ahd 
linking movements of said cursor to movements\pf said 
selected object, so as to manually control movements of 
said selected object on said discrete display. 



objects and at least om 
character, movements of/ 
being controlled by mam 
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77. 



78. 




The method of c 
said discrete d 



76, wherein said cursor is displayed on 
lay as an animated humanoid hand. 



The method of 
and said handheld 




76, wherein said portable control unit 
ntrol unit are the same unit.. 
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79 



a 



(a) 
(b) 
(c) 

(d) 



(e) 



(f) 



(g) 



(h) 



(i) 



method for use in an electronic video game system having 
disk reader for reading a game disk, a game processor 
fors. executing a game program, an authenticating processor 
coupled to said game processor, and a portable control unit 
having\a discrete display device and a plurality of control 
members\ said method comprising the steps of: 
reading k first game program from said game disk; 
reading encrypted information from said game disk; 
decrypting \aid encrypted information in said authenticating 
processor to\produce decrypted information; 

determining iA said authenticating processor authenticity of 
said game diskNErom said, decrypted information and from at 
least a portion \f said game program; 



executing said g 
generate a simulat 
the simulated world 
objects and at least 
char ac t er , movements 
being controlled by 



p program in said game processor to 

w0rld\for display on a display unit, 
^ding a plurality of generated 

generated player-controlled 
tlhe player-controlled character 
>kla€ion of at least one control 
member on a handheld control unit; 
generating a selected object in said simulated world viewed 
from a point of view controlled by manipulation of at least 
one control member on a handheld control unit; 
displaying a picture of said selected object on said 
discrete display in said portable\control unit; 
displaying a cursor on said discrete display, movements of 
the cursor being controlled by manipulation of at least one 
control member on a handheld control unit; and 
linking movements of said cursor to movements of said 
selected object, so as to manually control movements of 
said selected object on said discrete display, 
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80. A method for use in an electronic video game system having 
V a disk reader for reading a game disk, a game processor 
\for executing a game program, an authenticating processor 
cWpled to said game processor, and a portable control unit 
havdng a discrete display device and a plurality of control 
members, said method comprising the steps of: 

(a) reading a first game program from said game disk; 

(b) readings, encrypted information from said game disk; 

(c) decrypting said encrypted information in said authenticating 
processor\t:o produce decrypted information; 

(d) determining^ in said authenticating processor authenticity of 
said game diVk from said decrypted information and from at 
least a portion of said game program; 

(e) executing said §rame program in said game processor to 
generate a simulated world for display on a display unit, 
the simulated worrd including a plurality of generated 
objects and at leas\ one genjefalsed character having at least 
two alternative control modes: a player-controlled mode and 
a task-controlled mode\ / / 

(f) generating a moving pictupre 6t said character for display 
on said display unit, mojrhmertts of the character in the 
player-controlled mode bjs^ng teont^lled by manipulation of 
at least one control member on a handheld control unit; 

(g) indicating on said discrete display device on said portable 
control unit a plurality of alternatively selectable 
preprogrammed tasks to be performed in said generated world 
by said generated character; \ 

(h) initiating in said task-controlled mode a preprogrammed task 
manually selected from said plurality \hereof for said 
generated character by manipulation of at least one control 
member on a handheld control unit; \ 

(i) generating animated pictures of said generated character 
performing movements of said initiated task independently of 
additional manipulation of either of said control units; 

(j) generating an object which is displayed interacting with 
said generated character in said simulated world ;\ 
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(k) displaying a picture of said object on" said discrete display 

device in said portable control unit; 
(m) ^displaying a cursor on said discrete display device, 

movements of the cursor being controlled by manipulation of 
at l^ast one control member on a handheld control unit; 
(n) linking movements of said cursor to movements of a portion 
of said object, so as to manually control movements of the 
portion ofNsaid object on said discrete display device; and 
(p) terminating said initiated task-controlled mode and resuming 
said player-controlled character mode. 
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81, 



82 



The method of claik 80, wherein said plurality of 
alternatively selectable preprogrammed tasks are indicated 
on said discrete dispiW device as a variable menu 
describing each task* 



The method of claim 80, whe;f 
alternatively selectable 
on said discrete display 
corresponding tasks . 



.id plurality of 
>grammed tasks are indicated 
^as pictures suggesting 



O 83. The method of claim 80, wherein saidN^bject is a simulated 

H tool handled by said generated character and controlled by a 

human player. 

84. The method of claim 80, wherein said object\is another 
generated character. 

85. The method of claim 80, wherein said object is k portion of 
said character's body controlled by a human player. 



86. The method of claim 80, wherein said object is one d^said 
character's hands controlled by a human player. 
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87 



(a) 



(b) 



(c) 



(d) 



(e) 



(f) 



(g) 



(h) 



(j) 



A^fcnethod for use in an electronic video game system 
having a processor for executing a video game program, and 
a porkable control unit having a discrete display device 
and a plurality of control members, said method comprising 
the stepsv of: 

generating\with said processor a simulated world for 
display on \ display unit, the simulated world including a 
plurality of Venerated objects and at least one generated 
character having at least two alternative control modes: 
a player-contro\led mode and a task-controlled mode; 
generating a moving picture of said character for display 
on said display unit, movements of the character in the 
player-controlled miade being controlled by manipulation of 
at least one control \nember on a handheld control unit; 
indicating on said discrete display device in said portable 
control unit, a plurali&y of alternatively selectable 
preprogrammed tasks to beyperformed in said generated world 
by said generated character 



>ll$5d 



fe a preprogrammed task 
thereof for said 
'on of at least one control 



initiating in said task-cont 
manually selected from said 
generated character by manii 
member on a control unit; 

generating animated pictures of said generated character 
performing movements of said initialed task independently of 
additional manipulation of either ofVsaid control units; 
generating an object which is displayed interacting with 
said generated character in said simulated world; 
displaying a picture of said object on sa^-d discrete display 
device in said portable control unit; 
displaying a cursor on said discrete displays device, 
movements of the cursor being controlled by manipulation of 
at least one control member on a handheld control unit; 
linking movements of said cursor to movements orya portion 
of said object, so as to manually control movements of a 
portion of said object on said discrete display device; and 
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(k) terminating said initiated task-controlled mode and resuming 
sard player-controlled character mode. 

88. The method of claim 87, wherein said object is a simulated 

tool handled by said generated character and controlled by a 
human playVr. 
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90. 



91. 



The method ofXclaim 87, wherein said object is another 
generated chara^er. 



The method of <plai] 
said character 



"T^wherein said object is a portion of 



The method of ciaijk 87, \rtierein said object is one of said 
character ' s hands , 



92. The method of claim 87, wherein said handheld control unit 
and said portable control unitxare the same unit. 
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93 . An apparatus for operating a video game console which 

displays an image on a monitor and controls the image, said 
apparatus comprising: 

(a) a hand-hbldable housing having a shape for being grasped by 
a left hand and a right hand; 

(b) a discrete ciisplay device formed in said housing for 
displaying prctures and text; 

(c) a touchpad forked in said housing, the touchpad being 
operable as an ^pd^tdfevice which converts movements of a 
finger touching tne touchpad into signals which designate 
movements of objep\s'lin sa^d image; 

(d) a plurality of bujtt<^\&fc£ped switches formed in said 
housing; 

(e) an analog joystick fornfed in said housing, the joystick 
being operable as an inpu£ device which designates a moving 
direction of said image; 

(f) a control member formed in s^aid housing, the member being 
operable as an input device w\ich designates other actions 
of said image; and 

(g) digital data communication means\formed in said housing for 
electronically linking said appara^s to said video game 
console. 
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94. A kiethod for use in an electronic video game system having 
a processor for executing a video game program, and a first 
portable control unit having a discrete display device and a 
plurality of control members, and a second portable control 
unit haying a plurality of control members, said method 
comprising the steps of: 

(a) generating\with said processor a simulated world for 
display on \ display unit, the simulated world including a 
plurality of \enerated objects and at least one generated 
player-control J^ed character; 

(b) generating a moving picture of said player-controlled 
character performing a series of actions in said simulated 
world for display oft said display unit, each action being 
accompanied by a fir^t digital picture of a manually 
selectable object; 

(c) storing a series of records, eachr-^ecord identifying one of 
said first digital pictures off a manually selectable object; 

(d) displaying on said discrete display device a series of 
second digital pictures shoWng ^said selectable objects, the 
series of second digital pictWfes^being generated from said 
series of stored records and displayed in a sequence 
controlled by manipulation of^at ALeast one control member on 
one of said control units; and 

(e) accepting manually entered data to select a selectable 
object in one of said second digital pictures, 



95. The method of claim 94, wherein said character actions and 
said second digital pictures of selectable Objects are 
displayed on said discrete display device on Said first 
portable control unit. 



96. The method of claim 94, wherein both of said first ahd 
second control units are the same control unit. 



- 95 - 



97. A viafeo game accessory apparatus, comprising: 

(a) a vertical housing assembly mounted at the base with two 
horizontar\coplaner support assemblies; 

(b) each support assembly having a latching leaf spring adjacent 
to said base 5or securely supporting a portable game unit, 
each portable game inrit having at least one manually 
operable control\m&mber and a discrete display device for 
displaying variabljU moving pictures under control of a video 
game program; and l/\ 

(c) said vertical assemble having at least one hook mounted on 
each vertical surface facing said respective support 
assemblies to engage at reast one opening in each of said 
portable game units to secure each game unit in a stable 
position while being supported by said corresponding 
latching leaf spring. \^ 
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(a) 



(b) 



(c) 



(d) 



99. 



"A method for use in an electronic video game system having 
a processor for executing a video game program, and a 
portable control unit having a discrete display device and 

plurality of control members, and a handheld control 
unit having a plurality of control members, said method 
comprising the steps of: 

generating with said processor a simulated world for 
displayNon a display unit, the simulated world including a 
plurality\of generated objects and at least one generated 
player-controlled character; 

generating a\moving picture of said player-controlled 
character forxiisplay on said display unit, movements of the 
player-controlled character being controlled by manipulation 
of at least one c\ntrol member on at least one of said 
control units; 

generating in said simulated world an object viewed from 
a variable angle; and 

displaying a picture of \aid object on said discrete display 
device in said portable cafffosQl unit, said object being 

ed by manipulation of at least 
'control units. 



contro 



viewed from an angle 
one control member on one 



?aid> 



The method of claim 98, wherein ^t least one control member 
on one of said control units controls movement of a cursor 
displayed on said discrete display oevice in said portable 
control unit, so as to select said object for player 
control . 



100. The method of claim 99, wherein at least o^e control member 
on said second control unit controls movement of said 
selected object on said discrete display devio^ in said 
portable control unit. 



101. The method of claim 98, wherein said handheld control unit 
and said portable control unit are the same unit. V 
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102. V method for use in an electronic video game system having 
a processor for executing a video game program, and a 
portable control unit having a discrete display device and 
a plurality of control members, and a handheld control 
unit having a plurality of control members, said method 
comprisifia the steps of: 

(a) generating\with said processor a simulated world for 
display on ^display unit, the simulated world including a 
plurality of generated objects and at least one generated 
player-controlled character; 

(b) accepting a selection signal indicating a selected one of 
said generated objfects in said simulated world; and 

(c) displaying on said discrete display device a picture of said 
selected object view<£$ f^oft^ a moving point of view that 



moves around said object. 



Independently of the locations of 
any player-controlled cl^fracter, the locations of said 
moving point of view be: .iM controlled by manipulation of at 
least one control member^ or^ one of said control units. 



103. The method of claim 102, wherein said control member is a 
joystick, touchpad or touchscreen on one of said control 
units . 

104. The method of claim 102, further con^rising the step of 
enlarging and reducing the picture of \aid object, so as to 
create a zoom- in and zoom-out effect on\;aid discrete 
display device. 



105. The method of claim 102, wherein said handheld control unit 
and said portable control unit are the same unit. 



- 98 - 



m 



(a) 
(b) 

(c) 
(d) 



A method for use in an electronic video game system having 
a processor for executing a video game program, and a 
portable control unit having at least one touch-sensitive 
control member for determining locations of a finger moving 
across a touch- sensitive surface, said method comprising the 
steps &f: 

generating with said processor a simulated world for 
display orv a display unit; 

generating \ first portion of said simulated world including 
a player-controlled character viewed from a first point of 
view; 

detecting any changes in said finger location on said 
touch-sensitive surface; and 

generating a seconci portion of said simulated world from a 
second point of vievA/faq Response to said detecting of said 

ication^, said second point of view 
'which direction said finger is 



changes in said fingei 
being different deperjdii 
moving . 



107. The method of claim 106, wherein said touch- sensitive 
control member is a touchpadW touchscreen. 



said player-controlled 



ection determine^. by the 

ive 



108. The method of claim 106, where 
character is shown moving in a da^ 

direction said finger is moving on\said touch-sensit 
surface 

109. The method of claim 106, wherein said Second pQrtribn of said 
simulated world is from the subjective ^oint^bf view of said 
player-controlled character, the directioii that said second 
portion is viewed being determined by the direction said 
finger is moving on said touch- sens it ive surface, 
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110 



(a) 

(b) 
(c) 
(d) 



\ 

A method for use in an electronic video game system having 
a processor for executing a video game program, and a 
portafc^e control unit having at least one touch- sensitive 
control member for determining locations of a finger moving 
across a t^uch-sensitive surface, said method comprising the 
steps of: 

generating wifch said processor a simulated world including 
at least one player-controlled character for display on a 
display unit; 

generating a f irst^ortion of said simulated world viewed 
from the point of view of said player-controlled character; 



aid finger location on said 
d 

said simulated world from 
ayer-controlled character in 
response to said detecting ot\said changes in said finger 
location, the viewing directiorkbeing determined by 
movement of said finger on said touch- sensitive surface. 



detecting any changes 
touch-sensitive surfacfc; 
generating a second popt 
the point of view of s 



111. The method of claim 110, wherein said touch-sensitive 
control member is a touchpad or touchkcreen. 
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\\2. A method for use in an electronic video game system having 
a processor for executing a video game program, and a 
portable control unit having a discrete display device and a 
plurality of control members, and a handheld control unit 

Wing a plurality of control members, said method 
comprising the steps of: 

(a) generating with said processor a simulated world for 
display on a display unit, the simulated world including 
at leas\ one player-controlled, character; 

(b) generating a moving picture of said player-controlled 
character \or display on said display unit, movements of the 
player-controlled character being controlled by manipulation 
of at least one control member on at least one of said 
control units; 

(c) initiating a preprogrammed task including movements of said 
player-controlleck character, said initiating being started 
by manipulation of\at least one control member on at least 
one of said control \inits ; 



(d) 



(e) 



(f) 



(g) 

(h) 



displaying animated p\ctur 
player-controlled 
movements in said initia 
manipulation of said han 
modifying a portion of s^i 
performance of said init 



>n said display unit of said 
charc^t^r performing preprogrammed 

ed task independently of additional 
Ld control unit; 

ed pictures so that during 
task a portion of the body of 



said player-controlled character moves in accordance with 
manipulation of at least one cort^rol member on at least one 
of said control units; 

generating an object in said simulated world in the same 
view as said portion of the body of said player-controlled 
character viewed in a direction controlled by manipulation 
of at least one control member on at least one of said 
control units; 

displaying a picture of said object on said, discrete display 
device on said portable control unit; 
displaying a picture on said discrete display\device of said 
portion of the body of said player-controlled Character; 
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(i) accenting in said handheld control Unit a manually entered 

indication linking said displayed object with said displayed 
portion\pf the body of said player-controlled character; and 

(j) generating for display on said display unit a picture of 
said object\and said portion of the body of said player- 
controlled character moving together in a direction 
controlled by manipulation of at least one control member on 
at least one of\aid control units, to provide an illusion 
that the character^ is controlling movement of said generated 
object in accordance ytitk said initiated task. 



113 . The method of claim 11 
said player-controlle 
hands . 



sin said portion of the body of 
aaracter is the character's hand or 



114. The method of claim 112, wherfein said portion of the body of 
said player-controlled character is a mechanical gripper, 

115. The method of claim 112, wherein skid portable control unit 
and said handheld control unit are ctie same unit 
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(a) 



(b) 



(c) 



(d) 



(e) 



(f) 



A method for use in an electronic video game system having 
a processor for executing a video game program, and at least 
tswo portable control units each having at least one discrete 
display device and a plurality of control members , said 
method comprising the steps of: 

generating with said processor a simulated world including 
a plurality of generated objects for display on a video 
display unit; 

displaying )a picture of a first object controlled by a first 
player on a first discrete display device in a portable 
control unit c^troilecK by said first player; 
displaying a picturfe of a second object controlled by a 

secjpnd discrete display device in a 
iontro^ed by said second player; 
recording data indicating a change 
sa\d first and second objects, so that 
said first object is controlled by said second player and 
said second object is controlled by said first player; 
displaying a picture of saidV first object on said second 
discrete display device in the^portable control unit 
controlled by said second playeV; and 

displaying a picture of said second object on said first 
discrete display device in the portable control unit 
controlled by said first player. 



second player on 
portable control xxhl 
said video game pr^gj 
in player control 
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117 

(a) 

(b) 
(c) 
(d) 

(e) 
(f) 

(g) 



(h) 



\An electronic video game apparatus for use with a video 

Lsplay unit which displays images in a video game, 
comprising: 

a hc^id-held input device having manipulatable control 
membe\s for generating control data indicative of 
manipulation by a player; 

a discre\e display device for displaying images in said 
video game 

data storag\ locations storing first image data depicting a 
simulated thtfee-dimensional world; 

data storage locations storing second image data depicting 
an animated character in said simulated three-dimensional 
world; 

data storage locations storing third image data depicting an 
object in said simulated three-dimensional world; 
program storage locations stof^g executable instructions 
of a first program andV sec/ond program; 
a microprocessor for exeaut 



imagi 



ng.said first program 



datfe andT said second image data 
imated character in said 
Id responsive to control data 
vice, for display on said video 



generating said first 
including movements of said 
simulated three-dimensiona 
from said hand-held input 
display unit; and 

a microprocessor for executing saick second program 
generating said third image data depicting said object 
viewed in said simulated world from a Variable angle 
controlled by control data from said hand-held input device 
for display on said discrete display devifce. 



118. The apparatus of claim 117, wherein said discrete display 
device is a component in said hand-held inputN^evice . 



119. The apparatus of claim 117, wherein at least one\of said 

manipulatable control members in said hand-held irfeut device 
includes a touch-sensitive surface such as a touchscreen or 
touchpad . ^ 
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120. The apparatus\of claim 117, wherein at least one control 

member on said \and^eld input device controls movement of a 
cursor displayed \Jn said discrete display device, so as to 
select said obje</t\flor player control. 



121. The apparatus of^laim 120, wherein at least one control 

member on said hand-h^Ld input device controls movement of 
said selected object on\said discrete display device. 
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125 



(a) 



(b) 



(c) 



(d) 



(e) 



(f) 

(g) 



(h) 



(i) 



An electronic video game apparatus for use with a video 
display unit which displays images in a video game, 
comprising: 

a \fiand-held input device having manipulatable control 
members for generating control data indicative of 
manipulation by a player; 

a discrete display device for displaying images in said 
video game; 

data storage locations storing first image data depicting a 
simulated rshree-dimensional world; 

data storage\locations storing second image data depicting 
an animated character in said simulated three-dimensional 
world; 

data storage locations storing third image data depicting 
said animated character performing a plurality of 
alternatively selectable actions that said animated 



in 



character can perform 
world; 

program storage 
of a first program and a 
a first microprocessor f 
generating said first 



^simulated three-dimensional 



locations 



imac 



>rmg e:> 



Mutable instructions 
nrbgram; 
ixecuting said first program 
ta and said second image data 
including actions of said animated character responsive to 
control data from said hand- he l<k input device for display 
on said video display unit; 

a second microprocessor for executing said second program 
generating said third image data depicting said plurality 
of alternatively selectable actions fo\ display on said 
discrete display device; 

a manipulatable control member on said haiKl-held input 
device for manually selecting one selected Preprogrammed 
action from said plurality of alternatively ^electable 
actions; and 

said first microprocessor further generating sa\d first 
image data and said second image data including ^aid 
selected preprogrammed action of said animated character in 
said simulated three-dimensional world. 
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# 



123 . The apparatus of 
device is a compoi 



122, wherein said discrete display 
it in said hand-held input device. 



124. The apparatus of tyLa.$&t^l22 , wherein at least one of said 

manipulatable control Viembers in said hand-held input device 
includes a touch- sensitive surface such as a touchscreen or 
touchpad . 
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125. \An adapter apparatus for use with a portable game unit and a 
v^deo game console which displays an animated game character 
on \a video display unit, the adapter comprising: 

(a) a hoksing having at least two handles or grips to be grasped 
by palms of hands of a human operator; 

(b) protruded portions of said housing for securing in a 
stable position said portable game unit, the portable game 
unit having; a first microprocessor for executing a game 
program, a discrete display device, a cross-switch, and 
means for transmitting data from said portable game unit to 
said adapter; 

(c) * at least one analog/ jo^tick assembly molded into said 

housing; 

(d) at least two button\Witch assemblies molded into said 
housing; 

(e) a second microprocesiorNin said housing for executing a 
program under control of \aid analog joystick and said 
button switches; and 

(f) means for transmitting data f^pm said portable game unit and 
from said second microprocessor to said video game console. 



126. The apparatus of claim 125, fur ther\corrrpri sing a touch- 
sensitive device such as a touchpad f^r manually entering 
finger movement information. 
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127\ A method for use in an electronic video game system having 
processors for executing a game programs, and having first 

\d second portable control units, each control unit having 
a plurality of manipulatable control members, said method 
comprising the steps of: 

(a) generating with said processors a simulated world including 
a plurality of generated objects for display on a video 
display unit; 

(b) generating \n said simulated world an object having at least 
two independently controllable movable parts, a first part 
and a second paurt; 

(c) generating a moving picture of said object for display on 
said video displa^ unit^the object being viewed from a 
variable point of vS^ey in s^d simulated world in a 
direction controlled^?/ manipulation of at least one control 
member on at least ore\^\said portable control units; 

(d) generating movements iri/sa!Ld moyirig picture of said first 
part responsive to manipulation of at least one control 
member on said first portables control unit; and 

(e) generating movements in said living picture of said second 
part responsive to manipulation >of at least one control 
member on said second portable control unit. 



128. The method of claim 127, wherein said\first part is jaws of 
a mechanical gripper connected to saidVbject, the jaws of 
the gripper opening and closing under control of at least 
one control member on one of said control Wiits. 
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129. 



(a) 
(b) 
(c) 



(d) 



(e) 



(f) 



(g) 



<h) 



X method for use in an electronic video game system having 
axiisk reader for reading a game disk, processors for 
executing game programs, an authenticating processor, and 
firsthand second portable control units, each control unit 
having \ plurality of manipulatable control members, said 
method comprising the steps of: 
reading a Vame program from said game disk; 
reading authentication information from said game disk; 
determining \n said authenticating processor the 
authenticity \f said game program based on said 
authenticationVnformation and said game program; 
generating withNsaid processors a simulated world for 
display on a videos) display unit, the simulated world 
including at least None generated player-controlled 
character; \ 

generating in said sirfcmlated wc^ld a player-controlled 



object having at least \wo 
movable parts, a first p^rt 
generating a moving pictu 
said video display unit, t 



independently controllable 
Ld a second, part; 
said ptfject for display on 
being viewed from a 
variable point of view in said simulated world in a 
direction controlled by manipulation of at least one control 
member on at least one of said portable control units; 
generating movements in said moving picture 'of said first 
part responsive to manipulation of\at least one control 
member on said first portable control unit; and 
generating movements in said moving ^cture <k said second 
part responsive to manipulation of at ieast one control 
member on said second portable control uhit. 



130. The method of claim 129, wherein said player-controlled 
object is an animated player-controlled character. 

\ 



\ 
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131. \a method for use in an electronic video game system having 
sx>cessors for executing game programs, and having first and 

secbnd portable control units, each control unit having a 
discrete display device and plurality of manipulatable 
control members, said method comprising the steps of: 

(a) generating with said processors a simulated world including 
a plurality of generated objects for display on a video 
display unit; 

(b) generating an said simulated world a player-controlled 
object havingyat least two independently controllable 
movable partsAa first part and a second part; 

(c) generating a movdng picture of said object for display oh 
said video display unit, the object being viewed from a 
variable point of View in said simulated world in a 
direction controlled by manipulation of at least one control 
member on at least one of said portable control units; 

(d) generating movements rn said moving picture of said first 
part responsive to maniVulatipr\of at least one control 
member on said first porttable[ cArtorol unj 

(e) generating movements in sad|m6^ng picture of said second 
part responsive to manipulation ©f at least one control 
member on said second portabtre control unit; 

(f) displaying said first part on \ discrete display device on 
said first portable control unin 

(g) displaying said second part on a discrete display device on 
said second portable control unit. 

132. The method of claim 131, wherein said ^irst part is jaws of 
a mechanical gripper connected to said object, the jaws of 
the gripper opening and closing under control of at least ^ 
one control member on one of said control units . 



133. The method of claim 131, wherein said player-controlled 
object is an animated player-controlled character, 
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(a) 
(b) 
(c) 



(d) 



(e) 



(f) 



(g) 



(h) 



A method for use in an electronic video game system having 

disk reader for reading a game disk, processors for 
executing game programs, an authenticating processor, and 
first and second portable control units, each control unit 
having a plurality of manipulatable control members, said 
methods compri sing the steps of: 
readincAa game program from said game disk; 
reading aiuthentication information from said game disk; 
determining in said authenticating processor the 
authenticity of said game program based on said 
authentication information and said game program; 
generating wrth said processors a simulated world for 
display on a video display unit, the simulated world 
including at le\st one generated player-controlled 
character; 

generating in said\simulated world a player-controlled 
object having at least two independently controllable 
movable parts, a firs^t part and a second part; 
generating a moving pi^ti^rif of said object for display on 
said video display unit) 

generating movements in s^i^moyfng picture of said first 
part responsive to manipulation of at least one control 
member on said first portablse control unit; and 
generating movements in said rnoving picture of said second 
part responsive to manipulation, of at least one control 
member on said second portable cbntrol unit. 



135. The method of claim 134, wherein sa\d first part is jaws of 
a mechanical gripper connected to sard object, the jaws of 
the gripper opening and closing under Control of at least 
one control member on one of said control units. 



136. The method of claim 134, wherein said playeir-controlled 
object is an animated player-controlled character. 
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137 



(a) 
(b) 
(c) 



(d) 



(e) 



(f) 



method for use in an electronic video game system having 
a disk reader for reading a game disk, processors for 
executing game programs, an authenticating processor, and 
first\and second portable control units, each control unit 
having V plurality of manipulatable control members, said 
method comprising the steps of: 
reading aVjame program from said game disk; 
reading authentication information from said game disk; 
determining Yn said authenticating processor the 
authenticity of said game program based on said 
authentication Ynf ormation and said game program; 
generating with said processors a simulated world for 
display on a videoV display unit, the simulated world 
including a moving picture of at least one generated 
player-controlled Chirac terTh^ving a first type of movement 
and a second type of mWem^nt 
generating in said movi 
movements responsive to 
member on said first port 
generating in said moving 
movements responsive to 



pi> 



manip 



icture ongT of said first type of 
inulati^n of at least one control 
introl unit; and 
ture one of said second type of 
lation of at least one control 



member on said second portable ^control unit. 

138. The method of claim 137, wherein said first type of 
movements includes walking, and sard second type of 
movements includes movements other t\an walking. 



139. The method of claim 137, wherein said first type of 

movements includes movements of said placer-controlled 
character inside a confined space, and sard second type of 
movements includes movements of said player\^ontrolled 
character outside of a confined space. 
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(a) 
(b) 
(c) 



(d) 



(f) 



(g) 



(h) 



A method for use in an electronic video game system having 
a disk reader for reading a game disk, processors for 
executing game programs, an authenticating processor, and 
a portable control unit having a discrete display device 
and\a plurality of control members, and a handheld control 
unit\iaving a plurality of control members, said method 
comprising the steps of: 
readingxa game program from said game disk; 
reading authentication information from said game disk; 

in said authenticating processor the 
authenticity of said game program based on said 

information and said game program; 
generating with said processors a simulated world for 
display on a vidteo display unit, the simulated world 
including at leas\ one generated player-controlled 
character; 

generating in said simulated world an object viewed from a 
variable point of view\iri said simulated world in a 



direction controlled by 
member in said handheld cWitro 
displaying a picture of sa 
device in said portable cojit: 
enlarging said picture of 



filiation of at least one control 
unit; 

ject on/£aid discrete display 
unit/; and 



feet on said discrete 

/ 



display device by an amount controlled by m&aipUlation of at 
least one control member in said\handheld control unit. 



141. The method of claim 140, wherein said portable control unit 
and said handheld control unit are tlite same unit. 



142. The method of claim 140, wherein said 
includes greater detail than prior to 



enlarged picture 
sai\ enlarging step. v 
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143 



U 

u 

m 
ru 



(a) 
(b) 
(c) 



(d) 



(e) 



(f) 



method for use in an electronic video game system having 
aN^isk reader for reading a game disk, processors for 
executing game programs, an authenticating processor, a. 
handheld control unit having a plurality of control members, 
and at\least two portable control units, each having a 
discretes, display device and a plurality of control members, 
said metnbd comprising the steps of: 
reading a game program from said game disk; 
reading authentication information from said game disk; 
determining :m said authenticating processor the 
authenticity of said game program based on said 
authentication information and said game program; 
generating with S^id processors a simulated world for 



display on a videc\disi 
including at least 
character , movements 
being controlled by 
member in said handh^l 
displaying a portion 



ay unit, the simulated world 
generated player-controlled 
pf the player-controlled character 
iip^latiory<^f at least one control 
it rod unit; 
said simulated world on a discrete 
display device in a first\of said portable control units and 
viewed in a direction in sXid simulated world controlled by 
manipulation of at least on^ control member in one of said 
control units; and 

displaying a portion of said simulated world on a discrete 
display device in a second of skid portable control units 
and viewed in a direction in saia simulated world controlled 
by manipulation of at least one control member in one of 
said control units. 



144. The method of claim 143, wherein one c^f said portable 

control units and said handheld control\unit are the same 
unit . 
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